The Buried 


Look, Pick One: 
e Man, Woman, Androgynous, Dirty, Withered 
e Apathetic Face, Obscured Face, Tired Face, Dirty Face, Withered Face, Blue Face 
e Tattered Clothes, Muddy Clothes, Dusty Clothes, Wet Clothes 
Ratings, Pick One: 
e Cool +2, Tough +1, Charm -1, Sharp 0, Weird +1 
Cool +1, Tough +2, Charm -1, Sharp +1, Weird 0 
Cool +1, Tough +2, Charm 0, Sharp -1, Weird 0 
Cool +1, Tough +1, Charm +1, Sharp 0, Weird 0 
Cool +2, Tough -1, Charm +1, Sharp -1, Weird +2 


Origin 

| wandered across an Artifact, and it told me to Dig 

| was imprisoned by my fears, and accepted defeat 

| was chosen to bury the world, and born this way 

| don’t know, it just happened 

| was chosen by the dust as a host 

| was trapped once, and it stuck with me forever 

| merged with something else and now we are one 

| was reborn by another Avatar 

| have always existed this way 

The dirt reassured me, and | fell into its embrace 

The Fear That You Are 

The Fear of Small Spaces 

The Fear of Suffocating 

The Fear of Drowning 

The Fear of Being Buried Alive 

The Fear of Everything Crashing Down Around/On Oneself 

The Fear of Confined Spaces 

Y All the Basic Moves, Plus Three Buried Moves: 

Anaerobic: You don’t need to breath 

Choke: When you have a target restrained, you can act under pressure to do harm every 
round, as the target slowly chokes. You inflict 2-harm on a 10+, 1-harm on a 7-9, and no harm 
on a miss. 

Burrow: You can dig quickly through the ground, as long as you have something to dig with 
Swim: You can move quickly through water 

Dig: You know where to dig. If something is hidden or buried somewhere nearby, you know 
where but not what it is or how to get to it 

Entomb: You can use magic to shrink an enclosed space, restraining everyone in the space on 
a 10+, making the space uncomfortably cramped on a 7-9, and only making the space a bit 
smaller on a miss 


Asphyxiate: You can kick some ass to make the air in a room unbreathable, suffocating 
everyone in the room for 2-harm per round on a 10+, 1-harm on a 7-9, and only making the 
room slightly stuffier on a miss 

Shelter: Once per mystery, you can protect someone, placing a unique effect over a small 
space the target is isolated in. On a 10+, the space will shrink until it’s just large enough to hold 
the target, and whenever the target is in the space, nothing that aims to harm them can enter 
the same space. On a 7-9, the space will shrink to the same size, and any damage the target 
takes in the space will be halved. On a miss, the space will shrink, but nothing else will happen. 
Descend: You can make a hole or body of water deeper, and deeper, and deeper, swallowing 
those who stand atop or rest within it. A target in or on a body of water or hole has to roll to act 
under pressure to avoid sinking and becoming restrained. On a 10+, they manage to crawl 
themselves out. On a 7-9, they become restrained for the round, and have to reroll next round. 
On a miss, they sink and become restrained until the Buried releases them or uses another 


ability 

Gear 

Pick 2 Weapons 
e Shovel (1-harm hand steel messy useful) 
e Pickaxe (1-harm hand restraining messy useful) 
e Noose (1-harm close restraining) 
e Spade (1-harm intimate innocuous small useful) 
e Hungry Box (1-harm intimate restraining magic) 
e Rusty Nails (1-harm hand/close small many) 


